Scoring 




Mario* the fearless 
carpenter, wants 
desperately to 
save his girlfriend from 
the clutches of Donkey 
Kong, who holds her 
captive atop a mass of 
broken girders. Mario 
must scale four different 
structures to rescue his 
sweetheart. 

He always begins at the bottom 
of a stack of girders. He must 
climb ladders, leap over a barrage 
of bouncing barrels, and dodge le- 



ce again, breaking the 



points while avoiding fatal torch- 
ing by the nrefoxes. But after re- 
moving the rivets, he must take 



Mario also faces a complicated 
chain of conveyor belts. He must 
sidestep moving buckets of sand 
while continuing to battle the un- 



ach the top of the heap though 
i can win an extra chance by 
orlng 7,000 points— all the 
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m levels of difficulty. Ec 



to make Mario run In that dlrec- rivets or other foes. When two ob- 

to make him climb or descend lad- start, then press the Jump button 

ders. Press the red Joystick button —he'll execute a flying broad 

to make Mario Jump. He can jump Jump. Timing his Jumps Is the key 

while standing still or running, to Mario's success on the eleva 

but not while on a ladder. tors and conveyor belts. 



